Game Play Design

Splash Screen

The splash screen will look different depending if the computer already has saved game data on it or not.

No saved data on the computer
Top Logo

Middle Displayer Panel

Button: [Create New Game]
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1 or more saved data on the computer
The saved data that was played in the previous session of this game is shown on the splash screen, for easy access to the user.
Top Logo

Middle Displayed Panel
Data: Game Name, # Artifacts found, Score.

Button: [Start Game]



Lower Display Panel




Button: [Create New Game]

Button: [Load Game] (If there is only 1 saved game on the computer this button is not displayed) 
What about the ‘Continue’ button. What is that for? Is that just like a quick shortcut to the last game played?
It is how a user returns to their saved game data. The continue button returns the user back to where they were when they left the game last. So if they were at the map screen then it will return them there. If they were playing a specific level it will return them there.
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Create New Game Screen

On this screen the user will type in their name and click, create and are taken to the Map screen. If they click cancel they are taken back to the splash screen.


Top Logo


Screen Title: Create New Game


Instructions: Type in your name in the field below.


Name Text Field


Button: [Create Game]


Button: [Cancel]
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Load Game Screen
This screen is a list of saved games that is on this computer. User clicks on the saved data they wish to play or click cancel button to go back to splash screen. They are displayed as a list with the following information shown; Name, # Artifacts found, Score. 4 saved games are the limit so we plenty of room for game info and we do not have to support scroll bar or next/prev buttons.
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Choose your game from below.

Player: Robert Artifacts: 24
Score: 54,893,022  Tickets: 3

Player: Hayes Artifacts: 14
Score: 801, 000 Tickets: 2
Player: Ross Artifacts: 1
Score: 652 Tickets: 0




Map
The map screen is where the user can visualize their progress, choose which level to play, and other game options. On this screen you see an old map with icons on it symbolizing levels to play. Navigation and option buttons are at the top. User data like game name, # of artifacts found, and score is displayed at the bottom.
Jumping into a quick game from first session
1.) Click the “Create New Game” button on the splash page.

2.) Type in your name, click “Create Game”.

3.) The user is taken to the Map screen where they are told by our quick instructions pop up window, to click on the silver dots on the map to play. 
4.) The user is taken to the Mah Jong game screen where the game begins, all happens in 3 quick steps for the user. When they return to the map screen for a second time we tell them that they can click on any of the silver dots to play a different game. Once the user is rewarded with new levels by completing previous ones exploring the terrain will become quite fun.  
Jumping into a quick game from previous saved data
1.) Click the “Continue” button on the splash page, assuming you were the last person to play this game. If you were not you will have to click on “Load Game” and select your saved data.
2.) The user is taken to the Map screen where they can click on the silver dots on the map to play. 
3.) The user is taken to the Mah Jong game screen where the game begins, all happens in 2 quick steps for the user.  
The Map screen gives the user a dashboard view of the levels they can play. With the map format the user can choose which level they want to play next, versus going through a linear fashion.  

Map Screen Contents


Top Nav



Buttons: Tabs {[Map] [Workshop] [Museum] [Help]} [Options] [X]


Middle Content

Map, Discovered Areas, Path Traveled, Icons {New Level(s), Completed Level(s)}


Bottom Game Data

Name, # Pieces found, # Artifacts found, Score, display tickets, tile selector
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Mah Jong Game Screen


After clicking on a game icon on the map you are taken to the game screen.
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Workshop

The workshop screen is where the user can view the pieces and artifacts they found. With the tools given they can clean pieces and once clean assemble them together to create completed Artifacts. Other tools may come available.
Tools {Brush, Cleaning Kit, Repair Supplies}

The tools in this game will not all be available in the beginning. So the user is not bombarded with tons of things to learn we unlock and teach them about the tools as they play through the map. 

The different tools must be used in a certain order on the piece, same order as the tools are listed on the left. If so, then when you mouse over a piece it may only state the tool it needs currently, versus all what it needs as I have in the following screens.

The Polish Pad tool could be unlocked later in the game and would just add a shine to an Artifact giving the user bonus points when they donate. Other tools are up for discussion.
Graphic wise the way we can pull off these different states of the piece looking dirty is use different alpha dirt layers that are tiled across the piece. Along with masking so the texture follows the shape of the piece. It will look quite believeable, my only concern is performance with the masking.
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Rolling the mouse over a piece will tell the user what they have to do to the piece. Color coordinating the tool with the text in the pop up will make more sense as to which tool to use on the item.
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To start Brushing, click on the “Brush Set” button.
[image: image12.jpg]oo
Towis a

(@ v @) —





This will turn the cursor into a Brush. Anytime the cursor changes to a tool or function it will return to an arrow as the user hovers over the top nav or bottom nav. If the user clicks on a different tool on the left, the cursor will change to the cursor of the new tool. 
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The user clicks on a piece that needs brushing and a progress bar appears and fills up indicating that the piece is being brushed. The brush cursor will also animate. If the user clicks on a piece that does not need to be brushed, text in the center of the screen will say “Does not need Brushing” accompanied with a negative sound effect. 
When the cursor changes to any tool, the user can still see the pop up stating the status of the item.

To make these activities a lot quicker to do, the tool stays as a brush after a piece has been brushed and other pieces can be brushed at that time. So the cursor would not go back to a pointer until the user clicks on a different tool.
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The user can mouse over the piece and check its status and see that it does not need to be brushed anymore.
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To start Cleaning, click on the “Cleaning Supplies” button.
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This will turn the cursor into a Cleaning Bottle. 
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The user clicks on a piece that needs cleaning and a progress bar appears and fills up indicating that the piece is being cleaned. The bottle cursor will also animate.
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The user can mouse over the piece and check its status and see that it does not need to be cleaned anymore.
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To start Repairing, click on the “Repair Kit” button.

[image: image20.jpg]oo
Towis a

(@ v @) —





This will turn the cursor into a Glue Bottle. 
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The user clicks on the first piece that needs repairing… 
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…then waits for the user to click on the second piece. Once all pieces that need repaired are clicked the progress bar appears and fills up indicating that the pieces are being repaired. The glue bottle cursor will also animate. If the user clicks on a piece that does not need to be repaired with another piece or the user does not have all the pieces then text in the center of the screen will say “Does not need Repairing” or “Your missing pieces in this set” accompanied with a negative sound effect.
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Once repaired the item shows it all repaired and sparkle animation plays.
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The user can mouse over the piece and check its status and see that it is Complete and is Eligible to Donate.
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Museum

This screen is where the user can donate their completed artifacts for points that the user can not see. These points are kept track of and at certain intervals the user unlocks bonus content. Bonus content can be new tile sets, tickets to secret areas on the map, or new tools for the workshop. This area is also the place where they can view the artifacts they have found and read bonus information about the item.
To make this game more attractive to users that have already played our competition Mah Jong games, the artifact theme brings a whole new reason/experience to playing Mah Jong. This game will not be a copy of the others expect for the main game engine. The user does not have to participate in these other activities to continue through the Map, but if they do, they will be rewarded with secret levels on the map, new tile sets, possibly other tools. Other game features could be unlocked, it’s up for discussion. 

In the picture below the user can see the Exotic Ciadas Pendent is added to the “Artifacts Eligible to Donate tray.
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To donate an Artifact it works just like using the tools. Click on the “Donate Museum Clerk” button.
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User’s cursor turns into the Donate Icon.
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Click on an Artifact in the Artifact Eligible to Donate Tray and watch the Donating progress bar fill up.
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Watch Clerk Thank You animation and sparkle animation play. The collection list jumps to the artifact you just donated. User can see more info on that artifact to the right.
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If the artifact that they just donated unlocks bonus content the user is given a pop up. In the pop up the Clerk is telling them they are rewarded with bonus content and asked to accept.
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Once they accept sparkle animation is played where the bonus content is kept. For this example a sparkle animation is played on top of the ticket icon at the bottom of the screen.
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When the user returns to the Map screen a sparkle animation and new visual detail is revealed on the map. Now the user has access to bonus levels on the map.
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Help

This screen is where the user can learn about how the game works and tips that may help the user as they play.
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Options


Sound Effects, Background Music, other options.

